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FOREWORD 

These few pages are the results of careful reading and researches starting from 
the original John Titor posts still available on the Internet. 

It is very easy to consider Titor story an hoax, as most of his prophecies about 
the future are now long overdue. 

On the other side, it is possible to collect all the hints and clues seeded here and 
there on his posts, and line them up into a more interesting explanation about the 
universe and history we live into. 

I hope you find this book of interest and inspiration. 

This e-book is freely distributable with quotation of the author: 


Peterfoss79 



Chapter 1 


A theory for a broader multiverse 



Things are gonna slide, slide in all directions 
There won't be nothing 
Nothing you can measure any more 

Leonard Cohen - The Future 


One single universe existed before the Big Bang. 

This "single quantum state" universe was fully isotropic in its constitution, and it 
was point like shaped. 

Had it existed, for argument sake, a pair of two distinguishable points within it, it 
would not have been totally isotropic. 

After it exploded into a proper universe, an unlimited multiverse matrix was 
generated. 

This starting event is called Big Bang, and the time, as we experience here and 
now on the Earth, is the by product of distinguishable points of the same universe 
being observed by us. 

Actually, every single possible quantum state universe is happening within a 
broad multiverse matrix (see image 1). 

On universe worldlines, time normally flows from past to future. 

Different choices allow people on Earth to move between different worldlines, 
always in accordance with the "past to future" standard rule. 

Time loop travels or short cuts from present to past or from present to future can 
also be attained within special conditions. 
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HOW A TIME MACHINE WORKS 

Efficient and controlled manipulation of time, or time travel between worldlines 
can be achieved by manipulating spin and mass of microsingularities, point like 
black holes whose mass is in the range of just few proton masses. 

The traveler and the time machine with the microsingularities are displaced along 
together during the time trip. 

This conveniently allows the traveler to reuse that same machine when he needs 
to go back to his original starting time and home worldline. 

When time traveling, say from AO (here and now), to the past B, nobody can ever 
end into exactly his past of origin BO (the past as it could possibly be recalled 
from somebody in AO), but eventually to one pretty close, similar, almost 
undistinguishable from it, called past B1, depending on the accuracy of the time 
traveling device. 

If the divergence is too high, the traveller will reach past BN, which is the 
denomination of a far away worldline, where the world doesn't look anything 
similar to what is recalled from AO. 

HOW A TIME MACHINE LOOKS LIKE 

After the testing of time travel devices passed the safety criteria to host humans 
within a cockpit, some missions were proposed to gather information and items 
from near past and future. 

The first "human safe" machine developed was the C202 (clock type Caesium, 
20 gravitometers, 2 main atomic clocks). 

It only had a break away time of +/- 15 YRS, so the missions accomplishable 
were very limited "in time". 

The technology yet was progressing and promising, and the TORAH Foundation 
started to propose and study the feasibility of missions not just limited to physic 
experiments, but to aimed to more practical results into a post nuclear world. 



The C202 unit and all other time machines are basically a box, 3x1x1 cubic 
feet in size, and about 300 lbs in weight. 

Most of the weight of the unit is made of steel and wires to keep the two 
microsingularities confined into magnetic fields. 

A few plugs are used to connect the hand held unit and the related gravitometers. 
Typically the unit is fitted into the trunk of a car, so to make the unit transportable 
"at any time". 

The gravitometers are fitted in fixed positions onto the vehicle frame, and the 
traveler sits on the driving seat, checking the parameters of the unit with the hand 
held controller. 

Not just the car with the traveler and the C202 unit, but also some inches of soil 
below the car are "displaced" during the time travel. 

The shape of the useful displaceable volume generated by the unit looks like a 
podgy banana few meter long, so there is no way around the accidental 
displacement of soil and rubble during the trip. 

WORLDLINE EXPLORATION 

The first group of time travelers was made by 5 scientists. They repeatedly used 
the C202 unit to map WWIII events from 2013 and 2016. 

These pioneers used the C202 unit to only map historical events of the near past 
and future, and to check for consistencies or divergences from the original 
worldline AO. 

Huge amount of data was collected by these forerunners, breaking new grounds 
in physic and technology. 

Most of all, these machines resulted very useful to recover tools and items lost 
after the war, and they are still of much use in this sense nowadays. 

All books about time travel are still using the original nomenclature to map 
worldlines: 

AO is for here (this worldline, 0) and now (this day, this hour, A), where the 
mission control exists and where the time trip begins. 



BO is the past (or CO when to the future), as it can possibly (or will possibly) be 
recalled from an observer (mission control) in AO. 

This target point BO (or CO) can never be theoretically reached in a time travel 
trip without sweeping away most of know physic. 

B1 is a more feasible "drop off" worldline, which can be reached by the traveller 
when going back to the past (or Cl when in the future). 

BO and B1 must be as similar as possible, in order for the traveller to operate in a 
consistent and familiar historical environment. 

BN (or CN when in the future) is a very divergent worldline, far away to what can 
possibly be recalled from AO. 

Missions into too divergent worldlines are usually difficult to accomplish, as 
nothing looks or is as it should be. 

When using a time machine as a ship for space exploration purposes, the trip 
vector is no more described by just two letters such as AO. 

A third parameter (location) is added. 

A space trip usually looks like "AO (EARTH) - 2HR - Cl (MOON)". This means 
that a ship displaces itself from here and now on the Earth and reappears in a 
close, 2 hour later, consistent future Cl, on the Moon. 

MISSIONS TO PAST AND TO FUTURE 

A typical trip to the past consists of the following phases (see also image 2): 

1) The traveler chooses a safe place to start the trip, it has to be a place 
gravitationally stable such as caves or abandoned mines, places where the 
gravitational background was not influenced by human activities in recent past 
(construction sites for buildings or dams influence a lot the gravitational 
background of an area when compared to the accuracy of the VGL). 

2) When the place and time are set (AO), the time machine can start the trip in 
VGL track. 



The VGL (Variable Gravity Lock), takes a snapshot of the gravitational 
environment around the machine when the trip starts, and it conditions the 
microsingularities, so that the time machine and the traveler are always on the 
same "spot of Earth". 

Without the VGL tracking for the Earth all the time, the machine along with the 
traveler will be soon displaced in the middle of empty space, as the Earth and the 
Sun rotate away from the traveler, standing still on that same spot of universe. 

The accuracy of the VGL depends on the accuracy and quantity of the caesium 
clocks and gravitometers monitoring the environment around the machine. 

A quantic computer monitors the data from the instruments and continuously 
recalculate and redirect the axis and spinning of the singularities trough the 
electron injection manifold. 

The time speed is another interesting parameter: 

The newer C204 unit at max power runs at 10 years/hour (10 years outer space 
displacement every hour experienced inside the time machine). 

A great deal of X and Gamma rays is also generated and this radiation must be 
vented out as much as possible. 

The traveler eventually experiences a 2 G force pushing him on the seat when 
travelling at full speed. 

Whilst travelling, you would only see dark outside the vehicle, and sometimes 
some bursts of X rays may flare up, especially when modulating travel speed, 
dropping in or dropping off. 

A secondary microsingularity is used to stabilize gravity inside the cockpit, and 
also to deflect the X rays generated by the primary microsingularity. 

3) When the arrival time is reached in the past (or in the future), the machine 
stops the spinning of the microsingularities. The traveler along with the time 
machine is "dropped off" into the arrival worldline B1, and he can finally "show 
up". 



4) The traveler then stays, lives and interacts into the arrival drop off worldline 
B1. 

As a consequence of his staying, the residence worldline B1 starts to diverge 
from what would have been, this divergent worldline is usually called B2. 

The longer the traveler stays, and the more the interactions he has, the greater 
the induced divergence for B2. 

5) When the mission into B1-B2 is accomplished, the traveler will have to revert 
back to his origin (AO) where mission control is awaiting for him to come back. 

In order to do this properly, he will first have to travel back in time to his arrival 
point, from B2 back to B1. 

Again, he will necessarily miss that exact spot B1 as the induced divergence will 
drop him off into B3 instead. 

The divergence between B1 and B3 is usually very low, since a mission (from B1 
to B2) usually last weeks or days, whilst the break time of nowadays machines is 
in the range of decades. 

6) From B3, the traveller can finally go back to AO by simply backtracking the 
travel parameters recorded during the original trip from AO to B1. 

The VGL does not need to track the presence of the Earth during this last trip, it 
will just happen, if the trip A0-B1 was right in the first place, that the Earth will be 
where it is supposed to be, at the drop off point A3. 

When the backtracking to AO is over, the traveler will appear into worldline A3, 
consistent to the original AO one as much as B1 point was consistent to B3. 

If there is the suspect that the divergence between A3 and AO is not negligible, 
the traveller can stall the time machine to chase a better VGL match (lower 
gravitational divergence), before dropping off into A3. 

A time machine is stalling when its time displacement is equal to zero, which 
means that it continuously drops back one time cycle and subsequently drops 



forward the next, so to keep the traveller outside any particular worldline, but 
always within the same time spot, as long as it is required, for the main computer, 
to browse into the right worldline. 

From an operator awaiting the time traveler in mission control AO, it will look like 
the time machine disappeared and then reappeared into the same spot after a 
split second. 

The traveler inside the time machine will age for all the period of the mission 
time, usually weeks or days, from B1 to B2, plus the time travel period (usually no 
more than a few hours). 

The total mission time has been from AO to B1 (back to past in VGL track)), then 
from B1 to B2 (normal flow of time required for the mission), then back in time 
again from B2 to B3 (back to past in VGL track), then from B3 to A3 (in back 
track mode of a recorded space time path), and eventually from A3 to A1 (stall 
mode), if required. 

Some beginners may be tempted to move direct to A1 by jumping straight 
forward from B2 up to A2 (VGL shall then be turned on, to chase for the Earth 
during the fast forward trip). 

Unfortunately, this will not bring the traveler back to A1, and probably not even 
close to that (A3), but will move the traveler forward to AN, the future of B2. 

AN will have a considerable divergence from AO which is the sum of the 
divergences between AO to B1 (time machine accuracy dependent), plus the 
divergence from B2 to AN (time machine accuracy dependent), plus the 
divergence factor B1-B2, induced by the time traveler living into B1. 

This last parameter is the most unpredictable of the lot, it increase the longer the 
traveler lives into B1, and the more interactions he has during his staying. 

At the end of the day, when browsing through worldlines up and down the time, it 
is only important the starting point AO, and the final arrival point A1, no matter 
how you move in between. 



The odds of reaching A1 directly by fast forwarding from B2 is not null, but 
typically very low, and it is thus far safer (although more "time" consuming) to 
"undo" the changes induced by the traveler into the arrival worldline and track 
the way home by going backward, one step at a time, from B2 to B3 first and 
finally back to the future A1 or A3. 

DIVERGENCE BETWEEN WORLDINES FOR DUMMIES 

So far, the divergence between worldlines is simply measured by the VGL as the 

gravitational divergence between departure (AO) and arrival (B1). 

A traveller could then stall the machine at the arrival A3 and let the VGL scroll 
through worldlines to decrease the gravitational divergence and ideally have a 
perfect match with AO. 

Flowever, divergence between worldlines is not just a matter of gravitational 
similarity, but it is an intrinsic, constant parameter that forcefully occurs every 
single time the traveller is displaced by gravitational fields, and a traveller usually 
displaces billions of times before reaching the final drop off destination. 

Stalling the machine for too long will decrease the VGL divergence, but increase 
the number of displacement cycles, so overall worldline divergences in terms of 
social and historical discrepancies shall increase. 

For all these reasons, it is very important to "tag" the worldlines, and use this 
information as if it was a compass. 

Worldlines can be tagged by simply checking historical dates or names, position 
of words or phrases on long dated books, texts of songs, or even by marking 
discrepancies on pictures or paints. 

The worldline tag is made up of a lengthy, complex combination of such raw 
information, and is a useful "measure" of historic and social divergence between 
worldlines. 

THE PROPHET SYNDROME. 

It is important to remember that divergences between worldline groups also occur 



on Earth at standard gravity conditions, as people lives and chooses what to do 
and how to live life, thus generating new worldline patterns every fraction of 
second, usually in accordance to chaotic attractors. 

It is important to stress the point that every possible choice is being made, and 
every possible result is happening and unfolding within the broad multiverse 
matrix. 

People choices only allow the consciousness of the chooser to "grab" or better 
say "stick to" a particular worldline pattern, and forget about all the other 
possible ones still happening on the worldline background around him. 

Groups of similar worldlines may seem almost identical at a given time, then they 
may swiftly diverge from each other to very different conditions and stories, only 
to converge close together again a few days or years after. 

It has been proved in many experimental missions that new social pattern 
attractors can be seeded into worldlines thus causing them to split up into new, 
unpredictable futures. 

This phenomenon is also called the prophet syndrome, and it is believed to have 
played main role in key points of the human history and in the creation of 
religions. 

It is not just important to know dramatic future events, it is also important to 
forewarn people about them. 

If swift action is taken, or the overall consciousness of people has been made 
aware of the need for a change, the worldline can be bent around its likely future, 
and be redirected to a new, less likely pattern. 

In this instance, the prophet was not particularly clever into forecasting the future 
to come, but he was at least good enough to make people change the future. 

If the prophet is instead a silent watcher, then his vision may well became true, 
and the worldline follows the most likely pattern it was already heading toward. 

WHO GOES AND WHO STAYS HOME 

It was proved with the experience, that a good time traveler is rarely a good 
scientist. 



During a mission the main qualities are adaptability, social and interpersonal skills 
and most of all a good instinct for improvisation. 

Every cadet needs to withstand a series of training trips with his time tutor before 
he can go in mission alone. 

These procedures are made to let time travelers familiarize into different social 
periods and contexts, and they are also taught the basics of how to approach and 
meet time parents and time friends, having resulted impractical to make travelers 
wander on different worldlines without relying on any support from the "natives". 

After every mission, the traveler is entitled a period of pause to prepare for the 
next mission and recover from the time travel jet lag. 

It is not good for a traveler to see too many different places, times or histories 
one after the other, as this may cause severe alienation and psychological side 
effects due to the ever changing conditions he has to live into. 

Travelers must always withstand special psychological and ethic training. 

Rarely a traveler fit for the future is also skilled for missions to the past and the 
other way round. 

Kidnapping of people from other times or worldlines is against ethic law, but it has 
happened a few times for special purposes or missions. 

In these instances, the mission officially ends when the time guests is returned to 
his time and worldline origin. 

LOOPING INFORMATION FROM PAST TO FUTURE 

Another interesting secondary mission parameter is the information looping or 
also "seeding" of information or artefacts into a mission worldline, mainly in the 
past. 

There are two main techniques to achieve this (please see image 3): 


































The first type consists of the physical burial of an artefact in a named area, to be 
recovered from mission control in the future (see worldline B1-B21 that develops 
into AN-1 very close to AO). 

A second technique consists of a time traveler to reveal himself in public, or to 
drop history books about the future into the past of his AO worldline. 

It is important for the traveler to have as much impact as possible in order to 
induce as much divergence as possible into the worldline he is acting, so that it 
shall dramatically diverge into a very unlikely future (Blto B22 to AN-2). 

In this case, the divergence of the worldline will be so high that mission control 
AO will stand no chance to historically track the traveler into that past worldline. 

The consequences of divergences induced into a worldline, will only be 
observable to the time traveler himself, in the case he decides to move to the 
future of B22, namely AN-2, to take a direct look to the consequences of his 
worldline conditioning. 

PATENT SYSTEM DOES NOT WORK IN AN OPEN TIME SOCIETY 
Another type of mission is to go to the future looking for clues and solutions (see 
image 4). 

This kind of missions is mainly used to gather information about future events 
and technological breakthroughs. 

Despise this technique may appear very promising in terms of research and 
development, it proves not as convenient as it seems. 

First point of concern is the tool lack. 

Even if you have the theoretical knowledge on how to do technology, you may 
still miss the basic tools to practically develop the technology itself, and these 
tools may still require decades to be developed and built. 

For instance, theoretic physics knew of time machines and experiments even 
before the 2000 CE, however, time travel devices will not be built until 



conditioned, naked singularities are created and magnetically bottled for use. 

The development of "tools" (such as the LHC) will still require years if not 
decades to be developed and built. 

On the other side, the possibility of "importing" technology or tools from the future 
is considered ethically unsound and dangerous. 

What if Hitler had had the hint about the N bomb at the beginning of WWII? 

What would we do if we were to smuggle too advanced (or too dangerous) 
technology, without the time to think of its implications? 

History and nature have taught that evolution is very conservative, and leaps to 
unknown fast forwards tend to be doomed with failure. 

MESSAGES FROM THE FUTURE 

Interesting field of research is about the possibility of establishing a future to past 
information stream, in a sort of "The newspaper of the day after" experiments. 
This communication channel from the future to past can have a number of 
applications, such as avoiding accidents before they occur, just by knowing them 
happening at a certain time and place in a near future. 

Even if this is practically feasible this information loop will not change a thing for 
the worldline sending the MAYDAY back, but will possibly improve things into a 
similar but ultimately different, "grateful" worldline, which receives the alarm in 
time. 



Chapter 2 


How to bend the space time continuum and survive 

the horizon event 



John Titor C204 type unit: 
0 - 1967 Chevrolet enclosure. 
1 - Double magnetic housing units for dual microsingularity architecture. 

2 - Double electron injection manifold. 
3 - X-ray venting system embedded on secondary singularity. 

4 - Gravitometer set, 20 off. 

5 - 4 Caesium clock units. 

6 - Quantic type 2KB CPU. 
7-60 years break away time. 


The C204 unit is a very flexible time displacement machine. 

Working principle is that large gravitational fields modifies time flow rate for any 
item or observer close enough to the source. 

Details as follow: 

LARGE GRAVITY = STATIC BLACK HOLE 

Static black holes as the ones observed by astronomers do generate powerful 
gravitational fields. 

The edge of a black hole is called "event horizon", underneath this spherical 
surface, the gravity pull is so strong that not even light radiation can escape it. 
There is the impression that no "events" such as those transmitted by light 
signals, are happening inside the black hole, since the radiated information 
cannot escape outside it. 

On an hypothetical time experiment, one starship approaches the event horizon 
or edge of the black hole (observer A), a second one will watch the first ship from 
a safe distance (observer B). See also image 5A for reference. 

The far away starship B will then see his companion ship A always approaching 
the black hole, but it also notices that it continuously slows down, so that A is 
never able to reach the event horizon. 



FUTURE 



IMAGE 5A 























B would notice the starship A time signal run slower and slower until it technically 
stops as A it almost touches (but never quite reaches) the event horizon surface. 
On the other side, the captain inside A moving toward the black hole will notice 
none of this effects and will see his watch running just fine. 

When he looks back to the universe and to starship B, he will notice that the rest 
of the universe is moving at a much faster time speed than normal. 

He will then enter the black hole, and go deeper down inside the event horizon 
(despite is companion B will never confirm this event happening). 

Once inside, A will look back and see the rest of the outer universe moving fast 
forward into the future, at the rate of billions of years per milli seconds (as 
experienced by an observer inside starship A). 

An observer inside that starship will be watching the end of the Universe and time 
itself. 

Although this idea is possible and fascinating, a trip into a static black hole is a 
one way ticket to death, even if from a very intriguing point of view. 

The gravity gradients will inevitably smash and annihilate anything inside it within 
billionth of seconds, technically a spaghetti pudding of quanta, so no posh 
pictures from the end of times will ever be posted outside the black hole (also 
because no radio transmission would escape the gravity pull anyway!). 

The divergent points of view between the observer in B and in A is a classical 
worldline shear effect, where B stays on a still, plain worldline, and his friend in A 
grabs a gravitational loophole which throws him into a very distant and divergent 
worldline to the end of time and... life! 

ROTATING BLACK HOLE - DONUT-SHAPED SINGULARITY 

Fortunately, most black holes are not static but they spin, and they may even be 

electrically charged. 

Spinning black holes are often referred to as Kerr black holes. 

A Kerr black hole has two interesting properties. 

ONE, they have two event horizons (inner and outer surfaces) and TWO, the 



event horizon is not a sphere, it looks more like a donut. 

These odd properties also have a pronounced affect on the black hole's gravity. 
There are vectors where you can approach the singularity without being crushed 
by gravity (see image 5B). 

Another more interesting result of passing through a donut singularity is that you 
travel through time by passing into another universe or worldline. Please see also 
Penrose diagrams for Kerr Black holes or you can examine the calculations of 
Frank Tipler. 

A PONDERING HAWKING = MICROSINGULARITY 

Steven Hawking proposed the existence of microsingularities that were created in 
the big bang. They were probably about the size of a proton and disappeared 
over the years due to an effect of radiation evaporation. 

Despite their name, black holes do radiate some energy back to the outer 
universe, and emit light just outside the event horizon non return barrier. 

The more massive a black hole is, the lower the frequency of the emitted 
radiation, and if you consider that the universe background emission temperature 
is 2.7 K, most of the observed black holes are eating more light in from the 
universe background radiation, than the light they are putting out (image 6A). 

Of course, the effect is opposite when a black hole is very slim, or better to say 
has a very low mass (image 6B). 

In this case, he will evaporate more radiation away to the outer universe, than 
what he receives in from the outer background, so it is shining off at expenses of 
his own mass. 

The light emitted has a very high frequency (Gamma ray and above), and it gets 
even worse as the black hole slims down its mass at almost zero values. 

The light emitted from a black hole is called Hawking radiation. 

Usually the microsingularity completely evaporates away its mass in a very 
energetic burst of Hawking radiation. 

Very small black holes as the one used onto the C204 unit have radius of fraction 













of the electron size, their mass is just a few proton masses each, their Hawking 
emission, when on duty, is very intense. 

They are called microsingularities, their physical existence is granted by the fact 
that in order to be a black hole you do not need to be very massive, you only 
need to reach a critical density, no matter your mass. 

Critical density objects are naturally created in nature, usually when a star 
collapse its nucleus above the critical density, but the lower mass limit for a black 
hole can be as low as the Plank mass. 

HIGH ENERGY PHYSICS = ARTIFICIAL MICROSINGULARITY 
When the CERN brought its biggest machine on line and started to smash very 
fast and high-energy particles together, one of the odder and potentially more 
dangerous items produced from this increase in energy were microsingularities a 
fraction of the size of an electron. 

Through trial and error, and although they are "heavy", hot and capable of 
putting out a great deal of X ray radiation, it was discovered that these 
microsingularities can be electrified and captured into magnetic bottles, and then 
definitively stored for future uses. 

ARTIFICIAL MICROSINGULARITY = LOCALIZED KERR FIELD - SAFE TIME 
TRAVEL 

At this point, also electrified singularities have two event horizons. By spinning 
these various microsingularities, a localized Kerr field is created. 

By using two microsingularities in close proximity to each other, it is possible to 
create, manipulate and manipulate the Kerr fields to create a Tipler gravity 
sinusoid. 

This field can be adjusted, rotated and moved in order to simulate the movement 
of mass through a donut-shaped singularity and into an alternate worldline. 

Thus, safe time travel is achieved (image 7). 


The mass and gravitational field of a microsingularity is manipulated by "injecting 
























electrons onto its event horizon surface just at the right angles and vectors. 

By rotating two electric microsingularities at high speed, it is possible to create 
and modify a local gravity sinusoid that replicates the affects of a Kerr black hole. 
There will be spots around the singularities where the universe appears to move 
faster into the future, other spots where the universe appears to move backward 
in time. 

Other spots in between these two controlled fields are unstable and dangerous 
places to be, directly linked to the end of the times and Universes. 

The electron injection manifold ensures the traveller and the time machine is 
exactly where (and when) it should be, in order to achieve the desired time 
displacement into the past or future. 

Actually, there are 2 singularities in the C204 unit. The gravity field is 
manipulated by three factors that affect it in distinct ways: 

A - Adding electric charge to the singularities increases the diameter of the inner 
event horizons. 

B - Adding mass to the singularities increases the area of gravitational influence 
around the singularities. 

C - Rotating and positioning the polar axis of the singularities affects and alters 
the gravity sinusoid "space orientation" against the rest of universe. 

This last parameter is monitored and controlled keep the time machine and the 
traveler with the "feet on the Earth". 

In the current C204 device, the traveler stays still, but the donut black hole spins 
and keep approaching and receding the traveler. 

At each cycle, the traveler goes back (or forward) by a certain amount of time. 

The higher the cycle frequency, the greater the time displacement speed 
experienced inside the time machine (see image 7). 

It is important to clarify that the size of the donut shaped singularity that can be 
achieved nowadays is eventually too small, for the time machine to pass trough 



the donut centre safely. 

A second black hole in image 7 is controlled as well and is spinning and vibrating 
to emit synchronous gravitational tidal waves. 

These forces and gravity fields overlap and compensate each other in order to 
give the impression for a traveler to approach the main black hole, without being 
crushed by it. 

Secondary gravitational tidal waves are also used to deflect and vent outside the 
cockpit the X and Gamma ray generated by the manipulated black holes. 

As you can see in image 7, the microsingularity appears to be naked, which 
means that the horizon event has been pushed apart into a donut shape horizon. 
The core of the singularity is no longer protected by his own non return 
gravitational pull, which prevented any information or measurement getting out of 
it. 

This fact has many useful applications in terms of energy and exotic particle 
generation. 

THE VGL DEVICE 

When time travel was invented prototypes were built to go back in time for a split 
second and then return. 

They had sensors and cameras on them, and most important thing... they never 
returned home! 

It was later discovered that the machines were ending up about 15 miles away 
and 3000 feet in the air. 

Unfortunately, the Earth and Solar System could not help themselves from 
rotating away during that split second... 

This was a mayor problem that was later resolved by the invention of the VGL 
(Virtual Gravity Lock). 

When traveling to other worldlines a system of gravity sensors in the cockpit 
takes a snapshot of the starting gravitational environment. 

This parameter is constantly monitored during the time trip, so that the traveler 
moves between worldlines with a consistent "gravitational environment" before 



dropping off onto the arrival destination (image 8). 

The injection manifold does most of the hard job by conditioning the axis 
orientation of the microsingularities, and thus it chases the Earth surface as the 
the Solar System tries to move away. 

The travel parameter and axis orientation are constantly recalculated and 
recorded for future reuse, especially when backtracking home worldline AO. 

If a cement block was to appear into exactly the spot where the traveler is 
supposed to be, the reading of the gravitational environment would diverge too 
much, and the injection manifold would invert the trip back using the "flight data" 
stored so far. 

The time machine would "backtrack" the traveler to the latest point of congruity 
with the original gravity snapshot. 

A great deal of time and effort goes into picking just the right spot since you 
cannot physically move during a controlled time displacement. 

You must make sure a dam or a skyscraper will not be built (or was not built) 
around, because this will "pollute" the gravitational background of the arrival 
worldline. 

The VGL is thus very useful to keep the "feet on the Earth" when time traveling, 
however, this alone will not be enough when the time travel stretches to 
destinations more than a couple of hour distant in time. 

Unfortunately, as the time travel length stretched more and more, the prototypes 
correctly re appeared back on the right spot, only to instantaneously crush on the 
ground or fly up in the air at pretty dangerous energies and heights. 

This problem is caused by gravitational tidal force at the arrival drop off point. 

VGL only seeks to minimize the divergence of the Earth gravity, but cannot do 
anything to compensate the still relevant gravitational divergence induced by the 
movement and repositioning of the rest of the planets on the Solar System. 

Even if the time machine drops out on the right spot of Earth, it would be 
immediately hit by a sudden gravitational force due to the divergence of positions 
of the other planets around (see image 9). 














The tidal wave only last a second, when dropping off, but this will be enough to 
slam the machine into pieces. 

In the best conditions, it will push the machine down on the ground. 

At worse, it will push the machine up in the air. 

In between the two, any possible slam direction will statistically occur and cause 
great damage to the machine and to the mission control laboratory AO. 

This issue limits the arrival and departure dates that can be chosen when 
travelling on time. 

Not only the VGL must seek for the Earth, but the arrival point must be 
"astrologically" consistent to the starting point, in order to minimize gravitational 
tidal waves at the arrival. 

Correct time windows for departure and arrival shall be chosen carefully, prior to 
each time travel mission. 

For instance, a 28 day trip to future may result into consistent arrival position of 
moon and sun (considering negligible the influence of other planets). 

A 28,5 day will result in an inconsistent planet position layout (Sun and Moon 
gravity is completely opposite at the arrival) , and thus a very different gravity 
layout will attend the traveler when dropping off. 

MONITORING THE VGL ENVIRONMENT 

A typical VGL graph generated during a trip is also sketched in image 10. 

As the trip starts, gravity divergence is minimized, thus keeping the traveller on 
Earth, however, divergence will increase as much as DG1 because of 
gravitational influences from other planets of the Solar System. 

The traveller cannot drop off when in DG1 because of the gravitational tidal 
waves are awaiting at the drop off point. 

As the trip moves on, divergence minimizes back to acceptable level DG2. 

The planets have aligned back to a congruent configuration. The traveler can 
safely drop off here, or continuing his trip to more distant times. 




IMAGE 10 









If the traveller moves even further down the line of time, it may happen that a 
sudden DG3 peak is detected by the VGL. 

The divergence appears very similar in value to DG1, but the change has 
occurred too swiftly. 

This suggests that a "clashing" is occurring (say somebody has placed a bulky 
item within the expected drop off point). 

The traveller cannot drop off in this awkward position, the electron injection 
manifold reverts the flight back using the recorded travel parameters to safely 
backtrack a consistent gravitational spot (for instance DG2 safe drop off window). 

BEWARE OF THE MICROSINGULARITIES. 

Magnetic fields are used to store the microsingularities in a safe vacuum space. 

If the magnetic system failed (which has numerous back ups including a system 
that would remove it from this worldline), the singularity would evaporate into a 
burst of Hawking radiation as soon as it hits against any massive object. 

As a matter of fact, the radius of the microsingularity is too small to efficiently eat 
big chunks of matter in a single go, but it is more likely that the singularity simply 
bursts off against the surface of too massive chunks . 

Although microsingularities are smaller than an electron, the X ray burst 
generated by the sudden evaporation would still be quite undesirable (see also 
the Tunguska accident on the 30th of June 1908). 

When travelling, the unit itself gets hot and "unapproachable", mainly because of 
X ray emissions from the singularities which do need to be vented away. 

Usually the traveler is subjected to about 2G force, and it gets a little difficult to 
move around. 

Oxygen from a pressurized bottle is released to allow for breathable air during 
long trips. 

Additional air gas is trapped and compressed around the horizon event exposed 
surfaces, but no fresh air has the "time" to effectively leak in from outer 
worldlines. 



The hand held unit sits next to the traveler and it displays, most of all, the time in 
transit, time to destination, VGL variance and unit temperature. 

The effects of the gravity produced by the unit do not have enough time to 
significantly alter physical objects when passing through worldlines. 



Chapter 3 


Space & time exploration with time machines 



...if all these assumptions are satisfied, then efficient, reliable quantum computation 
of arbitrarily long duration is possible, even with faulty decohering components, 
because the errors will be corrected faster than they occur, even if the error 

correction machine itself is faulty. 

Quanta, ciphers and computers - The New Physic 


Since time travel was invented, there had been obvious applications of this 
technology for the space exploration. 

Nowadays there are two main approaches to travel in space by means of 
time/space displacement machines, the VGL and the "free dive" approach. 

VGL MODE SPACE TRAVEL 

The first method requires the VGL system to be reprogrammed not to chase for 
the Earth surface (minimize gravitational divergence from original starting point), 
but to chase for a calculated gravitational path between the Earth starting point 
and, for instance, the Moon landing point (see image 11 A). 

This calculated gravitational path is the black line, and it is set as a VGL 
parameter before the trip starts. 

The blue line represents the error of the imputted path when compared to the real 
(unknown) one. 

Gravitational path between Earth and Moon is dependent by a huge number of 
planet positions, velocities and other secondary parameters that cannot be all 
precisely accounted when calculating any complex VGL path. 

In this kind of trips, the time machine works in a zero time displacement mode. 






















The time machine is "stalling", which means that it continuously displaces time 
one cycle back and then one cycle forward, so the total time difference at the 
drop off point will be null. 

The space ship is supposed to reappear on the Moon in the same instant it lefts 
the Earth. 

ERRORS ON THE VGL PATH CALCULATION 

The main limit of this technology is the error in the calculations of the gravitational 
path between the Earth and the Moon (integral area between blue and black 
gravitational path lines). 

As the spaceship travels onto the calculated path, the travelers are sidetracked to 
divergent worldlines (or better saying "Moons"), different from the ones observed 
by mission control in AO. 

Since a wrong VGL path was imputted, a "wrong" Moon will be reached. 

The divergence between departure and arrival worldlines (green dashed line) is 
so big that the mission control in AO will not see the travelers reappearing on the 
Moon. Travelers will be literally "lost" in a different Moon, some worldline else. 

On the other side, the travelers into the space ship shall appear on the surface of 
"a" Moon as planned, but as they try to establish communications back with the 
mission control AO on the Earth, they will find out that no mission control is 
expecting any message from any self proclaimed space time traveler visiting the 
Moon at all. 

Some earthbound humans on the arrival worldline may even spot the presence of 
oddities on the Moon surface, and rush to proclaim to the media evidences of 
aliens coming from the outer space and peering out of our satellite... 

FREE DIVETO THE MOON 

The second method is illustrated into image 11B and was inspired by the very 
first experiments made with time travel machines. 

In this instance, the VGL is deliberately turned off, the space ship starts a stall 
trip (zero time displacement). 



After a few cycles, the machine drops off into empty space, as the Solar System 
and Earth have moved away from that original spot of still space. 

This "free dive" kind of traveling has much lower divergence than the first 
technique, and a space machine will only have to stall for just the right amount of 
time before dropping off in the nearby of the Moon (or other planets, as required), 
with negligible divergence from the starting point AO and the mission control. 

This means that mission control on Earth will see the spaceship reappearing on 
the Moon and correctly communicating back with them. 

Intermediate drops off in between the Earth and the Moon shall be done to locally 
verify correct travel direction vector. 

During these checks, orientation of the microsingularities will be amended in 
order to recalibrate the displacement vector, thus giving the sensation that the 
spaceship appears and disappears in a sort of polyline space path. 

This technique is basically an extension of the first method, with the difference 
that the path is not calculated in a single and very precise shot, it is really not 
calculated at all but patched up with intermediate trial and error calculations and 
drops off, generally aiming toward the Moon. 

THE DIFFERENCE BETWEN LANDING AND SMASHING 

The limit of the free dive technology is the raw control you have on each drop off 

step. 

The basic step cycle of our standard units (say a C204 one) is one second, which 
means that, in average, the spaceship can displace with a resolution of 22 miles 
between each drop off point. 

As a matter of fact, the Earth and the Solar System rototranslate in the universe 
and galaxy at about 22 miles per second, an higher step frequency, for instance 
a quarter of second, would allow to displace the unit with a resolution of 5.5 miles 
from any given starting point. 

This raw resolution does not currently allow a ship to safely land on the surface of 
a planet, as it may drop off too high, or too close (if not inside!) the surface of the 
arrival planet. 



Even the incertitude about the drop off relative velocity is a problem, the 
spaceship could be slammed down and wreck on the Moon surface at very high 
speeds instead of gently perch on its surface. 


THE ART OF STAYING AFLOAT AND GENTLY APROACH DISTANT 
PLANETS 

The current state of technology permits safe place in orbit of space ships. 

The drop off velocity can be controlled and conditioned within raw limits, and 
secondary adjustments must be done with mechanical propellers to achieve 
stable orbits. 

Landing on a planet surface by only means of the space time displacement is still 
too unsafe for our current state of technology, but improvements are expected 
and a great deal of research is currently going on. 

The advent of more precise units which operate within resolutions of fractions of 
second will permit a better control of the drop off position and velocity, so to allow 
for the ships to safely land or even gently float onto a specified position in space 
(or time), regardless of the VGL coordinates. 

Very high frequency prototypes units have been created, they can actually float 
still on air by means of local optical environment recognition, and with negligible 
worldline divergence. 

Unfortunately, the size of these prototypes is still very small, and they cannot be 
used for manned missions at this stage. 

EXPLORING FAR AWAY WORLDLINES 

Another type of worldline exploration is currently done by exploring highly 
divergent isodate worldlines. 

The trips starts into AO and heads toward a far divergent worldline AN on the 
Earth. 

The VGL is turned on, time displacement is stalled (back and fort) around the 
same time/date. 





































The stall time basic cycle could be as low as 1 sec on a C204 unit. 

In this trip, however, the basic cycle is set at -5 first and up to +10 minutes back 
in time. 

As the machine stalls back and forth in time, the gravitational environment in 
mission control AO , for instance a cave, is gravitationally polluted, ideally by 
swiftly removing (or adding) long standing geological masses from within the 
cave, and just outside the VGL sensitivity range. 

These blocks need to be moved very swiftly after the trip has started (less than 
the given 5 minutes back step) and need to be restored not earlier than 10 
minutes after the traveler has returned back. 

As the stall time trip starts, the VGL take a snapshot of a recently polluted 
gravitational zone. As the machine displaces few minutes backward first, all 
masses were properly in place and the trip carries on without any big divergence. 
When the machine heads forward in time, the VGL will spot an abrupt increase of 
divergence (masses have been displaced by mission control in AO for the 
following ten minutes). 

The VGL will try to minimize the gravitational divergence and will compensate 
this by "browsing" through worldlines which seem to fit the original "non polluted" 
gravitational spot. 

If new, additional masses were placed around the time machine starting spot, the 
VGL will suddenly perceive a "smaller" cave around the machine, and it will try 
chase a "bigger" cave on other worldlines, to minimize the gravitational 
divergence. 

If masses were removed from the cave, the VGL will suddenly see a "bigger" 
cave around it, and it will subsequently scroll onto divergent worldlines in order to 
match the original "small looking" cave. 

CONSEQUENCES OF GRAVITATIONAL POLLUTION 

The mass displacement caused by mission control in AO pollutes the gravitational 
environment in a similar way a wrongly calculated VGL path to the Moon ends up 
displacing the spaceship to a very divergent worldline Moon. 



In both cases, the traveler will be displaced to worldlines geologically different 
from the starting one. 

Backtrack allows the traveler to return to his origin at any time during the mission. 
Missions to far away divergent worldlines are still very rare, they are used to 
study time machines capabilities for theoretic purposes or worldline mapping. 
These missions rarely have practical purposes such as data or item recovery. 

The arrival worldline is too divergent neither to allow for a traveller to orienter nor 
to follow a pre-programmed mission schedule. 

Nevertheless, loads of funny stories are generated in AO when the traveler 
reports the outcomes and observations of his mission. 

JOYS OF QUANTUM COMPUTING. 

Each time travel machine needs to evaluate many parameters in order to keep 
track of where and when to be in a time space path. 

Data from the gravitometer sensors is computed trough the main quantic CPU. 
The output controls the injection manifold, which directly modulates the spinning 
and mass of the microsingularities, thus allowing safe time travel with the feet on 
Earth. 

The main routines that can be handled by the CPU are the VGL lock routine 
(chasing for the Earth), backtracking a recorded space time path, or executing a 
custom imputted gravity path. 

All these three modes can handle different time displacement speeds to past, to 
future and stall time mode . 

The quantic CPU does not work in GHz but in number of parameters it can 
handle at the same time. 

In the dawn of informatics, CPU crunched processes and calculations down to 
step by step mathematics, so that the CPU GHz was a direct measure of the time 
it took to find the solution to a problem in a deterministic process. 

The new quantic CPU developed just before the end of WWIII calculates the 
results in just one step calculation. 



The problem is simply imputed, no matter how complex it is, and then the CPU 
throws out the results in one "clock" cycle, or better say one measurement cycle. 
The internal qubits solution from the CPU is "measured" and forced down to a 
digital bit value, to feed directly into the coil controller of the injection manifold. 
The first quantic workable CPU created in the year 2014 could only handle up to 
512 qubit at a time, and was developed by the US government, after years of 
technical struggles. 

The main issue at that time was that, in order to make it work, you need efficient, 
synthetic algorithms, mainly because the number of parameters it originally could 
take in was very limited. 

The first functioning system developed for quantic computing was about 
decryption of radio transmissions and passwords during the WWIII, in a similar 
way the Bletchley Park scientists and mathematicians in the UK were trying to 
break the Nazi encrypted communications. 

CHALLENGING THE DECOHERING DATA. 

Other mayor technological problem with the quantic CPU is the data 
decoherence trough unstable logic qugates. 

In an old design CPU, every bit of information was a purely digital 1 or 0 value, as 
a discrete current or magnetic dipole value. 

This "bit" undergoes determinate calculations and permutations trough standard 
logic gates, usually miniaturized transistors embedded into a silicone matrix, to 
produce a mathematically consistent solution to a problem. 

A qubit stores the information as a probabilistic statistical "superposition" of a bit 
(a "quantic bit"), floating between the possibility of being either 1 and 0. 

This informatically undetermined probability is usually stored inside electronic 
clouds of caged and controlled atoms, within photons, or even within magnetic 
monopoles. 

The qubit does not really know whether it is 1 or 0 until it is measured in the end 
of the process, and is obliged to make a decision about which final digital value to 



be. 


Inside the CPU many qugates (quantistic logic gates) can perform various 
operations on the qubits, in order to progress the process to the final solution. 
However the qugates are not 100 % stable and reliable. 

Vibrations, temperature gradients, chemical impurities, radiation from external 
sources continuously pollute and effect the overall efficiency of calculation of the 
CPU. 

This natural background instability and noise causes the qubit processing to be 
unstable, and the output usually decohers (trips) after a few step into the logic 
qugate chain of calculations. 

The CPU will simply not work, and if it does, it is by pure chance. 

The quest for perfect, non decohering qugates appeared hard to be tackled, from 
both a theoretical and technical point of view. 

Originally it was tough that, pure materials and very controlled process conditions 
would stabilized and enlarge the typical decohering time of any QCPU (the higher 
this parameter, the stabler the qugates, and the more reliable the long term 
calculations). 

In this way, the calculation and measurement had to be performed faster than 
this specific "environment dependent" decoherence time (usually in the order of 
milliseconds) to allow for reliable computing and results. 

This approach was however very limited in terms of complexity and costs for the 
controlling the systems. 

Scientists then found much simpler ways of "amending" the decoherence of logic 
gates, using entangled pairs of qubit to be parallel processed inside decohering 
qugates. 

One qubit undergoes the real, valuable, calculation process. 

The other one is a test qubit. It is just mirrored into a simple sequence of known 
qugates, so that its expected final digital output is know beforehand. 



At the end of the processing, both quits are measured and obliged to show up in 
a 0 or 1 digital value. 

If the test qubit has undergone decoherence and its result is different from what 
was expected, then it is known that also the valuable qubit has decohered, and 
its measured digital value must be turned into its opposite value in order for the 
solution to make sense. 

If the test qubit value matches what is expected, then also the valuable qubit 
value is reliable and can be trusted as it is originally digitally read. 

This system literally allows the correction of decohering logic qugates, without the 
real need of perfect component manufacturing and controlled process conditions. 
The error of decoherence can literally be amended before it occurs and even if 
the amending "test" system itself is decohering and faulty. 

TRYING EVERY POSSIBLE SOLUTION BEFORE MAKING A CHOICHE. 

As already discussed, time and space are shifting around the time machine all 
the time during the trip, and the VGL must keep track of a small spot of Earth and 
time into a huge statistical possibility of universes, times and gravities, swiftly 
moving all around. 

A quantic CPU is the only way to keep track of the Earth position into these harsh 
conditions, as it can detect the exact space and time path, by browsing through 
every possible worldline at the same time, in a brief single step of measurement. 



